The vanilla human is pretty boring and honestly super weak. The variant human is possible the 


best in the game. This regional human is a middle ground, designed to be more flavorful. 
Ability Score Increase. Your all ability scores each increase by 1. 
Creature Type. You are a Humanoid. 

ize. You are Medium. 

peed. Your walking speed is 30 feet. 


killed. You gain Proficiency in two skills of your choice. 


egions 


Arctic 


in the quiet expanse of the Arctic, where snowflakes dance in the air like ethereal spirits, the 
Arctic humans embody the stoic resilience of their homeland. Cloaked in frost-kissed heritage, 
they move with a grace attuned to the icy winds, wielding frostborn weapons that sing tales of 


urvival in the face of unforgiving cold. 


Cold Resistance. You have resistance to cold damage. 
Frostborn Weapon Training. You are proficient with the battleaxe, handaxe, warhammer, 
and javelin. 


Beast Tracker. You have advantage on Wisdom (Survival) checks to track beasts. 


Coast 


Born from the union of sea and shore, the Coast humans are fluid poets of the maritime world. 


With a rhythmic elegance, they navigate ocean depths, their bodies attuned to the ebb and flow 


of the tides. As seafarers with a deep affinity for the waters, their lore intertwines with the 


ecrets whispered by the ocean breeze and the timeless dance of waves. 


e Swimmer. You have a 30 foot swimming speed. 
e Hold Breath. You can hold your breath for up to 15 minutes at a time. 


e Seafarer's Lore. You gain proficiency with navigator's tools and vehicles (water). 


Desert 


in the scorching embrace of endless dunes, the Desert humans emerge as resilient nomads 
beneath the relentless sun. Cloaked in fabrics woven from desert winds, they stride confidently 
across the sands, their heat-resistant spirits mirroring the unyielding determination of the arid 
andscape. With mirage insight, they unravel illusions like shimmering illusions mirroring 


distant oases. 


e Heat Resistance. You have resistance to fire damage. 


e Mirage Insight. You have advantage on Investigation checks and saving throws against 


illusions. 


orest 


rom the heart of the emerald canopies, the Forest humans embody the enchanting mystique 
lof ancient woodlands. Their fingertips brush against the whispers of leaves, drawing upon the 
verdant magic that courses through their veins. Cloaked in the harmony of nature, they 


commune with the woodland creatures as if orchestrating a timeless symphony. 


e Forest Magic. You know one cantrip of your choice from the Druid spell list. You can 
cast the Speak with Animals spell with this trait, without requiring a material 
component. Once you cast that spell this way, you can’t do so again until you finish a 
long rest. You can also cast it using any spell slots you have of 2nd level or higher. 

Intelligence, Wisdom, or Charisma is your spellcasting ability for these spells 


when you cast them with this trait (choose when you select this race). 


Grassland 


wift as the wind across open plains, the Grassland humans are nature's swift companions, 
their footsteps leaving fleeting imprints on the sea of grass. With a grace befitting the untamed 
orizons, they wield Prairiewalker weapons, becoming archers and nomads, embodying the 


untethered spirit of the endless prairies they call home. 


e Walking Speed: You get +5 feet to your walking speed. 
e Prairiewalker Weapon Training. You are proficient with the shortbow, longbow, spear, 


and javelin. 


ountain 


Among the towering peaks that touch the heavens, the Mountain humans stand as resilient 
climbers, their spirits echoing the ancient granite. With the grace of nimble ibexes, they 
traverse sheer cliffs and face the abyss with unyielding resolve. In their veins flows the 


trength of stone, and their very existence resounds with the echoes of distant avalanches. 


Rock Climber. You have a climbing speed equal to your walking speed. 
Fall Resistance. You have resistance to the damage dealt by falling. 
Powerful Build. You count as one size larger when determining your carrying capacity 


and the weight you can push, drag, or lift. 


SET 8) 


rom the murky embrace of the swamp, the Swamp humans emerge as creatures attuned to 
the whispers of the bog. Born with serpentine cunning, they navigate the treacherous terrain, 
their steps leaving ripples that vanish like secrets in the shadowy waters. Swamp born and 
bred, they master the art of concealment, becoming phantoms beneath the twisted branches 


and dense foliage. 


Swamp Born. You have advantage on saving throws you make to avoid or end the 
poisoned condition on yourself. You also have resistance to poison damage. 
Bog Tactics. You can attempt to hide even when you are only lightly obscured by 


foliage, heavy rain, falling snow, mist, and other natural phenomena. 


Underdark 


in the shadowy depths below, the Underdark humans are the silent inhabitants of eternal night, 
their eyes piercing through the stygian darkness. With an innate connection to subterranean 
ealms, they navigate the labyrinthine caves with grace, their resilience reflecting the 


indomitable spirit of those who thrive in the realm where shadows birth secrets. 


e Darvision. You have Darkvision with a range of 60 feet. 
e Underground Resilience. You have advantage on saving throws you make to avoid or 


end the charmed or frightened conditions on yourself. 


City 


Within the pulsating heart of metropolises, City humans are the architects of dreams and the 
weavers of ambition. Versatile as the buildings that scrape the heavens, they gain feats and 
kills as varied as the urban tapestry they inhabit. In the symphony of city life, they are both the 


conductors and the notes, harmonizing within the cacophony of diversity. 


e Versatile. You gain a lesser feat of your choice of the following: 
Crafter (UA) 
Healer 
Lightly Armored 
Magic initiate 
Musician 
Savage Attacker 
Skilled 


